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Magic 
spells 


Builds Spelling Skills 
Grades: 1st — 6th 


| i. In a magical kingdom, readers at all levels sharpen spelling skills by recognizing, 

or unscrambling, and spelling flashed words. An editor lets you create your own 

| personal word lists. Enriches a student’s understanding of letter relationships and 

- sequencing as it drills. Easy to use — for short or —_ sessions. Adjustable timer. 
Adaptable to any classroom situation. 


Special Features: 
« Variety of options for customizing the program to individual learning levels 


«» Over 500 words and an easy-to-use editor for creating your own customized | 
word lists 


« Large, easy-to-read text and upper and lower case letters 
a» Graphic and musical feedback enhance game longevity 
a Single-stroke commands make it easy for the student to learn and play : 


This Software Package Includes: 3 ee + 
« 2Diskettes « Detailed Teacher’s Guide 


« On-Line and Off-Line Activities m= Blackline Masters 


Help your students develop problem-solving and critical thinking skills 
while learning the basics with our award-winning software! 


Reader Rabbit” 


Early Reading Skills 
Grades: Kindergarten-2nd 


Reader Rabbit is an imaginative and chal- 
lenging program that helps students build 

_ fundamental reading and spelling skills while 
developing thinking skills. Through a series of 
four carefully sequenced games, students 
improve their letter and word recognition, 
memory skills and vocabulary. A “talking” 
version of Reader Rabbit is available for the 
Apple IIGS™ and the Tandy® 1000 computers. 


# Multiple options allow teachers to custom- 
ize program to individual student’s needs. 

=» Over 200 three-letter words selected from 
the reading curriculum. 

= Students are given animated and musical 
rewards for correct solutions. 

= Allows students to work individually, 
together in small groups, or as a class. 

© “Parents’ Choice Award” 1987 

Parents’ Choice Foundation 


Math Rabbit™ 


Early Math Skills 
Grades: Kindergarten-2nd 


Math Rabbit is a delightful program that builds 
early math skills while enriching a student’s 
appreciation of numbers. Students develop 
problem-solving while exploring number con- 
cepts such as counting, adding, subtracting, 
and recognizing number relationships and pat- 
terns. They begin by matching sets of objects 
to numbers, then progress to adding and 
subtracting two-digit numbers. 


= Develops skills in counting, adding, sub- 

' tracting, recognizing number relationships 
and identifying equalities and inequalities. 

= Offers an extensive array of special options 
for customizing your students’ learning 
experience. 

& “Parents’ Choice Award” 1987 

Parents’ Choice Foundation 


Writer Rabbit™ 


Early Writing Skills 
Grades: 2nd-4th 


Writer Rabbit is a valuable new tool for devel- 
oping writing skills and reinforcing reading 
comprehension while developing thinking 
skills. Students identify sentence parts and 
construct sentences in a highly motivating, 
positive atmosphere. Over the course of six 
carefully sequenced games, students learn 
grammar concepts and progress to higher 
writing levels. 


= Teaches students to recognize and write 
complete sentences. 

= Individual student record-keeping system 
lets you assess progress. 

= Can be customized to student’s ability by 
selecting vocabulary level, sentence length, 
game speed and more. 

= Prints out stories, letters and record- 
keeping data, plus an “Award” certificate. 

& “Award of Excellence” 1988 

Classroom Computer Learning 


Other School Editions Available from The Learning Company... 


Gertrude’s Secrets® 
Grades: Kindergarten-—3rd 


A series of challenging logic puzzles helps students 
develop critical thinking and problem-solving skills. 
As they manipulate colorful playing pieces of differ- 
ent shapes, students learn important classification, 
grouping, sequencing, and organizing skills. 
© “Best Software of the Year Award” 

Learning Magazine 


Gertrude’s Puzzles® 
Grades: 4th-—7th 


Six challenging puzzles, more advanced than those 
in Gertrude’s Secrets, expand students’ analytical 
thinking skills. By ordering and sorting playing 
pieces by shape and color attributes, students 
learn to recognize patterns and relationships and 
to categorize information. 
© “Best Software of the Year Award” 

Learning Magazine 


Magic Spells® 
Grades: 1st-6th 


In a magical kingdom, readers at all levels sharpen 
spelling skills by unscrambling words and spelling 
flashed words. A built-in editor allows teachers to 
quickly and easily create their own spelling lists to 
adapt to individual student needs. 


Bumble Games® 
Grades: Kindergarten -— 5th 


Principles of basic mathematics and geometry are 
covered with this classroom-proven program. Six 
appealing games introduce the concepts of number 
lines, number pairs, and graph plotting, and invite 
students to plot their own designs on X-Y grids. 
© “Best Software of the Year Award” 

Learning Magazine 


Lab Editions Now Available!!! 


The Learning Company’s New Lab Editions (Lab Packs) are designed to serve the 
needs of classrooms with multiple computers. Lab Editions include six program disks, 


a comprehensive teacher’s guide, a scope and sequence chart, on-line and off-line 
activities and blackline masters. Lab Editions may be ordered directly from your local 
Authorized Learning Company Dealer, or from The Learning Company. 


The Learning Company’ 


6493 Kaiser Drive 
For more information, call our School Sales Division: 1-800-852-2255 


Fremont, CA 94555 


The Learning Company is a registered trademark of The Learning Company. 


Rocky’s Boots® 
Grades: 4th and up 


This widely acclaimed program develops skills in 
logical thinking and encourages creative problem 
solving. Students use the concepts of simple elec- 
tronic circuitry and circuit design to learn logic ina 
motivating, innovative environment. 
© “Certified Gold Award” 1987 

Software Publishers’ Association 


Moptown Parade® 
Grades: Kindergarten-—3rd 


A parade of friendly “Moppet” characters with 
different attributes helps students develop the 
underlying pattern recognition, sequencing, and 
thinking skills essential to math and reading. 
Students discover similarities, differences and 
patterns. 
© “Best Software of the Year Award” 

Learning Magazine 


Moptown Hotel® 
Grades: 4th-7th 


An advanced version of Moptown Parade, this 
program develops problem-solving and thinking 
skills through a series of sequencing puzzles. By 
finding the correct sequences of “Moppet” charac- 
ters, students learn how to use hypotheses and 
trial-and-error logic. 
& “Best Software of the Year Award” 

Learning Magazine 
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Magic Spells START 
Builds Spelling Skills 


On an Apple computer: 


e Put your Magic Spells disk in the disk drive and close the door. 
e Turn on the computer and monitor. 


As soon as the program is loaded, you will see the title screen. A 
few seconds later the Menu Screen will appear. To get started right 


away, select Castle of Spells by pressing | RETURN|. 


You will see the Castle of Spells Menu. From here you can select 
the different game options. To change an option, press its number. 


1. Scramble/Flash Choose to have the words scrambled or 
flashed on the screen. 


2. Royal list/Your list Choose to use a Royal List of words from 
either the Magic Spells game disk or a storage disk, or Your List, 
which you will type in before you play the game. 

3. Level Select a level of difficulty from 1 to 6 or SPECIAL. Keep 
pressing to cycle through the levels. Level 1 is the easiest. 


4. Sound Turn the sound off or on. 


5. Flash time If you choose to play the game with flashed words, 
you can adjust the length of time a word stays on the screen. 


Keep pressing to set the amount of time from 1 to 9 seconds. 


6. Start/Return to main menu Choose START to begin the game. 


When you’ve set the options the way you want them, press 
RETURN}. Next you will choose a list of words or type in your own. 
Study the list of words. When you’re ready, press |RETURN| and the 


game will begin. Type |? if you need instructions. Press to go 
back to the previous menu. 


The Learning Company 
6493 Kaiser Drive © Fremont, CA 94555 
(800) 852-2255 (415) 792-2101 


Get on Our “Head of the Class” Mailing List! 
Just take a few minutes and register your software today and you will receive valuable updates, 
product information and “special offers” from The Learning Company. Send it today! 
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Preface 


This manual is designed to meet the needs of teachers who wish to 
introduce MAGIC SPELLS to their students. Below is a description of the 
sections in the manual. 


Teaching with Computers addresses several issues of concern to 
teachers. Here topics such as the teacher’s role, setting up the workspace, 
and incorporating the computer into the curriculum are discussed. 


Stepping Through Magic Spells provides an overview of the concepts 
and skills which can be developed by playing MAGIC SPELLS. The Learning 
List enumerates these for each game. This section is designed to help 
the teacher prepare to introduce the program to students. It may be 
used without a computer for those teachers who prepare their lessons 
at home and do not have a computer available. Each section of the 
software program is presented with a focus on objectives, on-line 
presentation, and off-line activities. 


The Off-Line Activities are intended to strengthen and generalize the 
concepts and skills developed in the program. The Evaluation page 
includes questions to test students’ understanding of the games, and 
the Class Record Form can be used to monitor students’ progress 
through the program. 


The Activity Sheets are blackline masters for use with the off-line 
activities. They may be used as evaluation instruments of each program’s 
objectives. 


The Appendix includes Special Keys, which provides a quick reference 
to all the keys used in MAGIC SPELLS. The Royal List provides a list of 
the words included in the program. Keeping Current gives the names 

of valuable books, publications, and organizations that are national in 
scope and can help the teacher who wishes to learn more about 
computers and the educational applications of computers. 


Itis our hope that this manual meets the needs of teachers who use it, 
and we welcome suggestions, comments, and ideas about its effectiveness. 


Teaching with 
@ j.Computers 


A Teacher’s Role 


With increasing numbers of computers in schools, we find ourselves 
asking how we can effectively use a new teaching tool in the class- 
room. What is the role of the teacher who uses computers? 


Your role as a teacher is critical in a student’s computer experience. 
You can open exciting doors of learning by selecting software that 
challenges students while providing them ample opportunities for 
success. You can help students create bridges between computer 
skills and concepts, and the classroom curriculum. You can be a role 
model demonstrating openness and curiosity while introducing new 
ways to learn. 


Today many young people have computers at home, and you may find 
that some of them are skilled users. If you are just learning about 
computers yourself, you may find that some of your students are more 
knowledgeable about the use of computers. You can harness this 
expertise and provide your computer-literate students with the chance 

to help you and other students learn about computers. By doing this 
you can give such students the gift of heightened self-esteem while 
gaining valuable assistants in your role as the classroom manager. 


You will find that most children welcome the opportunity to use a 
computer. Most will quickly pick up terms and procedures. With a 
little guidance, they all can become competent computer users. 


Your role in integrating the computer in your classroom is much the 
same as it is when introducing any other learning tool. Once it is 
selected, you prepare to use it. Then you help your students gain 
mastery as well. Your challenge becomes one of using the new 
learning tool in a creative and productive way. It takes the same 
amount of time and planning that goes into developing any new 
course and selecting the curriculum materials. 


When students, especially younger ones, begin to use a computer 
they will often need help with directions. You can provide those di- 
rections to the entire class, to groups, or to individuals. Once the 
students master basic directions they can work alone or in groups. 
Children learn a great deal from working with other children. You 
should encourage them to share information. 


In many ways you can view the computer as a superb teacher’s 
‘oe aide. With the right kind of software, children can feel safe taking 
intellectual risks. 


Teaching with Computers 


Skills and concepts can be introduced that traditionally would not 
be taught until much higher grades. Enrichment opportunities can 
be provided for any student. 


Although the computer is a powerful tool for learning it can never 
replace human creativity and sensitivity. The computer cannot know 
the skills that each of your students needs to master; nor can it 
know students’ strengths and weaknesses. Only you, the creative 
teacher, can choose the software that will benefit your students, as- 
sign needed lessons, and make the critical subjective judgements 
about approach that will turn the key and free a student’s mind to 
learn. 


Hardware Management 


Setting Up Space: Create a Work Station Your school or classroom 
may be one in which a computer is already established. If so, this 
section may not pertain to you. However, if you are introducing a 
computer to your students, the following suggestions may help. 


Introducing a computer to your students will probably be an ex- 
citing experience for everyone. Setting aside a place where students 
can explore and use the computer can be an easy way to prepare 
students. It can be a place where they learn to care for the computer 
without fear of damaging an expensive machine. It can provide a 
place to focus on computer work-play, and a place to display mate- 
rials related to the concepts and skills presented by the computer 
programs. 


Computer work stations may have the following things in common: 
an enclosed computer table (the enclosure provides display space); 

enough chairs for groups of students; and room for the entire class 
to sit on the floor and view the computer screen. 


To set up a work station you will need the following items: 


= A table. If your computer is not on a portable cart, a table will 
be needed. It may be small enough to hold just one computer 
or large enough to hold more. It might have space for another 
student who is waiting for a turn on the computer. 


= The computer system(s). For each system you will need a com- 
puter, a disk drive, and a color monitor; a power strip (power 
bus) with an on/off switch is suggested. 
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= A container to hold the disks. You can purchase special disk 
holders at computer stores or some educational supply 
houses. A covered box works almost as well if disks can stand 
up inside of it. 

= Some way of enclosing the space. Placing the work station in a 
corner of the room is an easy solution. If you don’t have an 
extra corner you can construct a 3-part standing screen by us- 
ing fiber board, heavy cardboard (even a refrigerator carton), 
or wood. If you choose fiber board or wood you will need 
hinging devices. If you use heavy cardboard you will need re- 
inforcements on the bottom to make it stand upright. An 
alternative could be to turn the screen away from the view of 
the classroom. 


= Display space. You can hang bulletin boards right on the walls 
if your work station is in a corner. A wooden enclosure can be 
covered with cork or fiber board. If you use fiber board or 
heavy cardboard for your work station you can display materi- 
als directly on the station’s enclosing walls. 


= Materials for working on the bulletin board. Pens, pencils, paper, 
ey erasers, push pins, tape, string and containers to hold such 
materials are items to consider. You should place these items 
distant from the computer or make them unavailable to stu- 
dents to avoid tempting them to experiment with the 
keyboard. 
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Teaching with Computers 


Setting Up the Computer Setting up the computer can become a 
classroom adventure. In our experience, even young children can 
become competent at setting up and taking down computer sys- 
tems. In fact, we know of some classrooms where the children 
instruct the teachers. 


Discuss ahead of time your ground rules for using the computer. 
(No food or drinks around it; use it gently; do not put anything into 
or on the computer; etc.) Warn students that items such as food, 
paint, clay, magnets, paperclips, drinks, or any liquid that might 
spill into the computer can cause damage or malfunction of the 
computer unit. You may even want to have a guest speaker discuss 
these issues and answer students’ questions. 


The manual that comes with your computer will explain the details 
of how to set up your specific machine. However, we are including 
some tips learned over time. 


= Ground your computer. Computers have three-prong plugs and 
must be plugged into a wall socket that is actually grounded. 
Some older buildings do not have proper eronnere so have 
your custodian check this. 


= Use a power strip with an on/off switch. Instead of plugging your 
computer directly into the wall socket, consider using a power 
strip. It has multiple sockets and can compensate somewhat 
for lack of sufficient electrical outlets. It serves the purpose of 
an extension cord, but is sturdier. Using the on/off switch on 
the power bus to turn the computer on and off can reduce 
wear and tear on the computer’s power switch. 


= If you are using a television you will need a frequency modulator. 
Frequency modulators to convert the TV into a computer 
monitor are inexpensive at computer supply stores. They at- 
tach to the TV’s antenna leads and, by a cable, to the 
computer. See the instructions that come with the frequency 
modulator. Regular monitors do not need frequency modu- 
lators and they usually come with three-prong plugs that can 
be plugged into the power strip. 


= Open up your computer. You can do this with most, but not all, 
computers. Look inside. This is a good time to introduce your 
students to computer terminology. They can see the silicon 
chips. The large board that everything else is plugged into is 
called the mother board. The disk drive has a peripheral card 
that is plugged into a specific slot. There is also a special port 
for a joystick if you will be using one. See your machine 
manuals. 
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= Handle disks with care. Hold disks only by the label or by the 
black jacket and teach your students to do the same because 
the oil from your fingers can damage the surface of the disks. 
Disks can be damaged easily by pressure (writing on the label 
with pen or pencil), heat (sunlight, heaters, storage areas), 
magnetic fields (magnets, paperclips stored in magnetic con- 
tainers, being placed on or around disk drives, telephones, 
fans, motors, loudspeakers, or air conditioners). 


= Cover your computer. The computer hardware may need special 
attention, too. Large plastic or cloth sheets may be used to 
cover the computer to protect it from dust when not in use. 


Tell students that starting-up means putting the disk into the disk drive, 
closing the door and starting the computer. Explain to students that to 
put the disk into the disk drive, they must slide it gently until it stops. 
Jamming it roughly or pushing it in too far can result in a damaged 
disk. Close the disk drive. Turn on the computer and the monitor. The 
disk drive may make a whirring or clicking sound as it is loading. A 
red light on the disk drive will light until the loading is finished. Tell 
students the red light is like a stop sign; do not open the door to remove 

a disk or to put another one in when the light is on. 


You can explain to your students that the disk is spinning very fast 
inside the disk drive. Heads in the disk drive resemble those ona tape 
recorder and they read the disk’s information. The information travels 
through the wide cable running from the disk drive to the computer 
and is stored there in RAM (random access memory) chips. They get 
hot when the computer has been on fora while. Ask students to keep 
the doors to the disk drives closed when not in use; this keeps the 
heads from getting dirty. 
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Classroom Management Tips 


Here are a few tips that we have found useful for classroom 
presentations. 


One Computer: Everyone Plays Atthe present, most classrooms have 
only one computer. In fact, the teacher who has access to one computer 
that does not need to be shared is considered quite fortunate. How to 
manage this resource is of some concern. 


Computer programs work very well in classroom presentations. The 
main limitation is having a large enough screen so that everyone can 
see. When teachers introduce the programs to the entire class at the 
same time, students know what to expect and have a better idea of 
what they need to do when they work individually at the computer. 
One presentation that works well is to have students take turns running 
the programs and playing the games as the rest of the class watches 
and advises. 


In the Castle of Spells, students can play the “Scramble” game and the 
“Flash” game. Two or more players can take turns playing one whole 
game with the same list, or players on a team can take turns unscrambling 
or spelling each word on the list. 


Players can create their own word list for both the “Scramble” and 
“Flash” games. This feature is especially appropriate for use by more 
than one student. Students can create lists of spelling words for another 
student to use while playing the game. Students will enjoy challenging 
each other by trying to include difficult words on the spelling lists. 


As you work with your class you will discover new ways to encourage 
student involvement. The students will make interesting suggestions 
as well. 


Two at the Computer: Parallel Play Another way to manage a 
classroom presentation is to have one or two students playing the game 
at the computer while the rest of the class is involved in an off-line 
activity. These activities can be used to extend the concepts developed 
in the computer games. 


Th 


Stepping through 
Magic Spells 


The following sections provide detailed descriptions of the games, 
specific suggestions for how you can present them to your class, anda 
detailed description of how to use “Spells Writer” to author, store, and 
retrieve your own spelling lists for use with the games. Following these 
descriptions, there is a section that includes reduced copies of the 
student activity pages and suggestions for using them in your class in 
conjunction with your regular spelling program. Evaluation questions 
and a class record form are also included. 


We suggest you familiarize yourself with the games before using “Spells 
Writer” and before presenting the games to students. When you do 
introduce the games to students, you can have them play with either 
the Royal List provided in the software or lists that you have written 
especially for them with “Spells Writer.” Likewise, students should 
become familiar with the two games before using the ” Your List” option 
to create their own temporary word lists. 


You can use the activity sheets in several ways. Many of the activities 
can be part of a spelling activities book that students use and add to 
throughout the year to record their scores on tests, to keep copies of 
their spelling lists, and to practice their spelling skills. You can use the 
individual activity sheets as introductory exercises or parallel activities 
for students to do at their desks while other students use the computer 
games, as follow-up activities after all students have played the 
computer games, or as homework or evaluation. Feel free to experiment 
using the activity sheets in different ways to discover how they can be 
most valuable for you. 


Note that “Spells Writer,” the authoring system for teachers, allows you 
to sequence your spelling lists to cover a broad range of spelling skills. 

In addition, while the activity sheets are arranged in a developmental 
sequence for skills in modality, categorizing, serial ordering, and 
writing, they are open ended and can be used by students of various 
skill levels. You will want to be sensitive to your students’ level as you 
assign the activities. You may find that activities that seem too advanced 
or too simple for your students may be appropriate with minor 
modifications. 


Learning and the Magic Spells Courseware 


MAGIG SPELLS has two parts; student games and an authoring utility 
for teachers. In the games, students practice spelling words by un- 
scrambling letters they see on the screen or by spelling a word that has 
just flashed on the screen and then disappeared. Teachers can use the 
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authoring utility, called “Spells Writer,” to create word lists that are 
especially appropriate for their students. MAGIC SPELLS provides an 
entertaining context for students to practice their spelling skills. In the 
Castle of Spells, knights and ladies, musicians, and a unicorn reward 
students who successfully spell words. 


In learning to spell, it is important to develop skills in identifying and 
using sound/symbol relationships. It is also important to understand 
prefixes, suffixes, and root words. Other skills that students need to be 
successful in spelling are good visual, auditory, and kinesthetic 
perceptions and memory systems so they can reconstruct sound/symbol 
relationships. MAGIC SPELLS helps build these skills. 


Because MAGIC SPELLS does not accept words that are spelled incorrectly, 
players must respell a word until they have done so correctly. The 
program gives immediate feedback to players. In the “Scramble” game, 
students can compare the letters they are entering with the letters of 
the scrambled word on the screen. This helps them to recognize when 
they have reversed letters. The “Flash” game helps students build their 
visual memory and attention skills. The “Your List” option allows 
students to create temporary lists to use while playing the games. 


We hope you will find MAGIC SPELLS a versatile tool for teaching in 
your classroom. There are a number of additional spelling games and 
activities included in this manual to help you make your spelling lessons 
one of the high points of your teaching day! 


The Learning List 
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Concepts and Skills Presented 


= Spelling practice. 


= Matching and sequencing letters. 


= Working with part to whole 
relationships (unscrambling). 


Stepping through Magic Spells 


Flash 


= Spelling practice. 
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= Reinforcing visual memory skills. 
learning 


Your List 
= Creating spelling lists. 
= Arranging work schedule. 
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= Emphasizing cooperative interaction. 


Please type in word #18: 
To end a word, press <RETURN>. 
To end a list, press <RETURN> again. 


Starting Up the Program 


First make sure that all your students can see the screen and, if possible, 
the computer keyboard. Then choose one student to put the disk in the 
disk drive, close the disk drive door, and turn on the computer. (If you 
are working with very young students, you may want to load the 
program yourself prior to your demonstration.) 


The main menu will appear on the screen. The menu selections include 
the “Castle of Spells” (the two games and the “Your List” option), the 
“Spells Writer” facility, “Instructions” for help on using the program, 
and “Leave” to exit the program. To make a menu selection, type its 
number and press [RETURN], 


To select a game, aska student to press [LJ to select “Castle of Spells” 
and press on the keyboard. The red light on the disk drive will 
come on and the disk drive will make a whirring sound. Explain to 
students that the computer is now reading the game from the disk where 
itis stored, and putting it into its memory so the game can be played. 
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Stepping through Magic Spells 


Ask students to imagine the computer as an empty brain and the disk 

as a book. The disk drive helps the computer read the book so that it 
knows how the game is played. This process is called starting up the 
program. Once the computer is turned off, it forgets everything about 
the game and you need to reload it to play the game again. 


Warn your students never to touch the disk when the red light is on. 
This could damage the disk as well as the disk drive. 


When the program for the games has been loaded on the computer, 
the Castle of Spells menu of game options appears. To set options, press 
the number of the option you want to change. This moves the high- 
lighted window to a new selection or changes the number in the window. 


Option 1 lets you choose either the “Scramble” or “Flash” game. Option 
2 lets you select the Royal List of spelling words or lets students create 
their own list to use in the game. 


Option 3 allows you to choose the level of the word list from 1 to 6 or 

S for SPECIAL. These word lists are based on a patterned approach to 
spelling instruction. Each level develops a specific skill or set of skills 
appropriate to the corresponding grade level. The SPECIAL level includes 
words commonly misspelled by students in Grades 1 and up. There are 
5 lists with 10 words each for levels 1 and 2, 5 lists of 20 words each 
for levels 3 through 6, and 5 lists of 10 to 20 words each for the SPECIAL 
level. See the Royal List on page A2 of the Appendix for a complete list 

of words in each level. 


Option 4 lets you turn the sound off and on. Most students enjoy the 
sound that accompanies the game, but if noise is a problem in your 
classroom, have students turn the sound off. Option 5 lets you change 
the length of time a word flashes on the screen in the “Flash” game, 
and Option 6 lets you start a game or return to the main menu. 


You may want to post near the computer a list of the special keys which 
students will need to know how to use in each game and to create their 
own word lists. Then students can refer to them as needed. This list 
appears on page Al of the Appendix. 


Scramble Game 


Objectives 


Bei Mi a Ut aa saa a Mu ii Ai 
lli ti Hi Mi a A ‘ii isi tin ii ve A HI 
= Spelling practice. BA A Anne 
iH HHI : HH 1H HH VE rH tnt ; 
it | . 


= Letter matching and sequencing. 


= Working with part to whole relationships 


s 1 tte i 
(unscrambling) : Hane rl leangni ir wit ‘ 
al AG A CN 
Wii AAU iL 
ii Hii gl iil gli Al 
iN MT WNL a 


In this game, students practice spelling words by unscrambling the 
letters they see on the screen until they have correctly entered one of 
the words from the current spelling list. Because all the letters of the 
word appear on the screen, students can compare the letters they see 
there with the letters they use to spell the word. 


On-Line Presentation 


Before playing the game, make sure students understand the principle 
of unscrambling words. Write one of your current spelling words on 
the chalkboard and then under it write the word again in scrambled 
form. Demonstrate that the two “words” contain the same letters by 
drawing lines to connect the matching letters. 


From the main menu, ask a student to locate and press 4] on the keyboard 
to select “Castle of Spells.” When the menu of options appears, have 
the student press LJ until “Scramble” is highlighted, then [] to highlight 
“Royal List.” When students are learning to play the game, they should 
use the Royal List which offers the sample list provided in the MAGIC 
SPELLS software or the lists you have created with “Spells Writer.” (Later, 
they can make their own lists using the “Your List” option from this 
menu.) 


Next, have the student press [3] to choose the level of the word list 

you've determined to be appropriate for your class. (See the Royal List 
on page A2 of the Appendix for a complete list of words in each level.) 
Have the student keep pressing [3] to cycle through the levels one by 

one until the level you want appears in the highlighted window. Then 
have the student turn the sound on or off by pressing [1]. 


DEE 


Scramble Game 


When the options are set correctly, ask the student to press [RETURN]. If you 
want to use a word list you created and saved on another disk, insert that 
disk in the drive. Then press again. The names of all the word 
lists for the level you selected appears on the screen. Have the student 
type the number of the word list you want and press . The words 
in the list chosen for this game appear on the screen in large letters. 
Have a student read each word aloud as you point to it. Then review 
the list with your students by asking them to identify any special features 
of the words, such as prefixes, suffixes, vowel sounds, or letter 
combinations. This will help students know what clues to look for when 
unscrambling the words. 


When students are familiar with the words on the list, ask a student to 
press [2] forinstructions. Have students read the instructions aloud, 
help them locate the special keys on the keyboard, and discuss the 
following points with them: 


= After the players have entered all the letters for the word, they 
must press for the game to continue. The computer will 
accept only the number of letters in the word and will not respond if 
players press before they have entered enough letters. 


«If players discover they have made an error before they press 
to end the word, they can use the backspace key to back 
up and then they can retype the letters in the word. 


= To capitalize aletteronan Apple II+, players should press and, 
while holding that key down, press [A]. The next letter they type 
will appear as a capital letter. Onan Apple Ile or IIc, players simply — 
hold down and type the letter they want capitalized. 


« If players are stumped and wanta hint, they can press [+] to see one 
letter of the word unscrambled. 


= To stop a game in progress, players should press [Esc]. This returns 
them to the Castle of Spells menu where they can change game 
options or leave the program. 


Students can review these instructions during the game by pressing 
[27]. In addition, you may want to display a guide to the special keys 
near the computer. See page A1 of the Appendix for a complete list of 
special keys. 


When students understand how to play the game, aska student to press 
to start the game. 


Scramble Game 


Playing the Game Choose one student to sit at the computer and 
operate it while the rest of the class watches. When the game begins, 
a scrambled word appears in the castle door in the middle of the screen. 
(The order of the words during the game and the order of the letters 
in the scrambled words are random and will be different every time 
someone plays the game.) Below the letters is a question mark that 
prompts students to spell the word. At the top of the screen players 
will see one or two rows of castle windows where banners appear when 
a word is spelled correctly. There is a window for each word in the list. 


The student at the computer can now try to unscramble the word on 
the screen. As the game progresses students should observe the 
following points about the game: 


« Ifa player spells a word incorrectly, a series of letters and question 
marks will appear below the unscrambled word indicating which 
letters were entered in the correct place and which letters were not. 


= Players can have as many chances to unscramble the word as they 
need to do so successfully. 


=" Ifa player wants one letter of the word unscrambled, the player can 
press [+]. 


= When a player spells a word correctly on the first try, a special 
banner appears in the castle window and someone from the court 
will make an appearance in the upstairs window. If the player 
received a clue after misspelling a word or requested a hint, a 
plain banner appears in the window when the word is spelled 
correctly. 


The game ends when players have unscrambled all the words on the 
list that they have chosen for this game. If all the words on the list were 
spelled correctly on the first try, a dancing unicorn appears accompanied 
by music. If students received help on some of the words, they have 
an opportunity to try those words again. Have students press to 
see a list of those words. Then press again to start the game with 
the words they had difficulty with. An animation will appear when 
those words are spelled correctly on the first try. 
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Scramble Game 


When students are finished with a list of words, they are prompted 
“PLAY THIS LIST AGAIN? (Y ORN).” Type Y for Yes to continue playing with 
the same words. Type N for No to return to the Castle of Spells menu 

to change games, word lists, other options, or to leave the program. (If 
you type N when playing with a list created from the “Your List” option, 
the list is erased from memory.) 


When you leave a game before finishing a list and return to the Castle 
of Spells menu, the ROYAL LIST/YOUR LIST in Option 2 will be replaced 
with SAME LIST/NEW LIST/YOUR LIST. Select: 


= SAME LIST to return to the game using the same word list. 


= NEW LIST to view the names of the word lists in the chosen level 
and choose a new one. 


= YOUR LIST to create your own list of words to play in the game. 
(See page T20). 


Once students are familiar with this game, they can play it using 
temporary spelling lists that they create for themselves or for other 
students using the “Your List” option on the menu for this game. 
Teachers can provide their students with spelling words that are 
especially appropriate for them by creating lists using “Spells Writer.” 
Instructions for “Spells Writer” start on page T22. 


Off-Line Activities 


There are additional spelling activities that extend the computer games. 
Many can be used as activities for students to do at their desks while 
other students have their turn at the computer. Descriptions for teachers 
of those activities start on page T27. 


Flash Game 


Objectives 


iN Ml ith ili ee ey 
THO Ty, Ul 


bee Mit A Ui i eae 
. Spelling practice. corer : 


= Practice in focusing attention. 
= Increasing speed in word recognition. 


iti ALN ALi 
. : nt At i Hatt . 
= Visual memory skills. HAH A i AH 
rn wii iE 
NGL AUG tt Ai 
TNAUTGTEE HTT 


This game, which can be played at different rates of speed, is a good 
activity for improving students’ visual memory and attention skills. 
Students often enjoy keeping a graph to record their speed levels as 
they play this game. Making the graphs helps to integrate their spelling 
activities with one area of mathematics. 


On-Line Presentation 


From the main menu, ask a student to locate and press 1] on the keyboard 
to select “Castle of Spells.” When the menu of options appears, have the 
student press [2] until “Flash” is highlighted, then [2] to highlight “Royal 
List” (or “Same List” or “New List” if you have previously played a 
game). When students are learning to play the game, they should use 
the Royal List which offers the sample lists provided in the MAGIC SPELLS 
software or the lists you have created with “Spells Writer.” (Later, they 
can make their own lists using the “Your List” option from this menu. ) 


Next, have the students press [3] to choose the level of the word list 
you ve determined to be appropriate for your class. (See the Royal List 
on page A2 of the Appendix for a complete list of words in each level.) 
Have the student keep pressing [2] to cycle through the levels one by 
one until the level you want appears in the highlighted window. Then 
have the student turn the sound on or off by pressing [4]. 


Option 5 lets you set the length of time you want a flashed word to 
remain on the screen. Nine seconds is the longest time, one second is 
the shortest time. You may want to start with a time five seconds or 
longer, then decrease the time as students become proficient with a word 
list in the game. Have a student press [5] until the length of time you 
want is displayed in the highlighted window. 
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Flash Game 


When the options are set correctly, ask the student to press [RETURN]. If you 
want to use a word list you created and saved on another disk, insert that 
disk in the drive. Then press again. The names of all the word 
lists for the level you selected appears on the screen (unless you selected 
“Same List” to continue with a word list currently in the computer's 
memory). Have the student type the number of the word list you want 
and press . The words in the list chosen for this game appear on 
the screen in large letters. Have a student read each word aloud as you 
point to it. Then review the list with your students by asking them to 
identify any special features of the words, such as prefixes, suffixes, 
vowel sounds, or letter combinations. This will help students become 
familiar with the structures of words, which will help them spell words. 


When students are familiar with the words on the list, ask a student to 

press [2] for instructions. Have students read the instructions aloud, 
help them locate the special keys on the keyboard, and discuss the 
following points with them: 


= After the players have entered all the letters for the word, they 
must press for the game to continue. The computer will 
accept only the number of letters in the word and will not respond if 
players press before they have entered enough letters. 


«If players discover they have made an error before they press 
to end the word, they can use the backspace key to back 
up and then they can retype the letters in the word. 


= To capitalize a letteron an Apple II+ , players should press and, 
while holding that key down, press [4]. The next letter they type 
will appear as a capital letter. On an Apple Ile or IIc, players simply 
hold down and type the letter they want capitalized. 


= If players are stumped and want to see the word spelled correctly, 
they can press [*] to see it. The word will appear on the screen 
until the student presses 


= Players can cut short the length of a time a word flashes on the 
screen by pressing [SPACEBAR] | 


= To stop a game in progress, players should press [Esc]. This returns 
them to the Castle of Spells menu where they can change game 
options or leave the program. 


Students can review these instructions during the game by pressing 
[27]. In addition, you may want to display a guide to the special keys 
near the computer. See page A1 of the Appendix for a complete list of 
special keys. 


When students understand how to play the game, ask a student to press 
to start the game. 
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Flash Game 


Playing the Game Choose one student to sit at the computer and 
operate it while the rest of the class watches. Explain to the class that 
they will see a line and a word flash on the screen, then the word will 
disappear. Because their task is to then spell that word at the computer, 
itis important that they not take their eyes away from the screen while 
the word is being displayed. When the game begins, a word appears 
in the castle door in the middle of the screen. At the top of the screen 
players will see one or two rows of castle windows where banners 
appear when a word is spelled correctly. There is a window for each 
word in the list. 


After the word disappears, a line the length of the word takes its place. 
When the student at the computer sees the question mark below the 
line, the student can try to type the correct spelling. (If students start 
typing before the question mark appears, the computer may not respond 
correctly.) If that student needs help, other members of the class can 
offer assistance, but the computer operator should make the final 
decision as to how to spell the word. As the game progresses, students 
should observe the following points: 


= Ifa player spells a word incorrectly, a series of letters and question 
marks will appear indicating which letters were entered in the 
correct place and which were not. (For example, if the correct 
word is bat and a player enters abt, the player will see ??t on 
the screen.) 


= Players can have as many chances to spell the word correctly as 
they need. 


= Ifa player’s attention is diverted when the word is flashed (or if 
itis flashed too fast to be read), the player can see the word again 
by pressing L+]. 

= When a player spells a word correctly on the first try, a special 
banner appears in the castle window and someone from the court 
will make an appearance in the upstairs window. If the player 
received a clue after misspelling a word or requested a hint, a 


plain banner appears in the window when the word is spelled 
correctly. 


As you are presenting the game to your class, you may want one student 

to complete a whole game or you may want to choose a new student 
for each word. You can allow even more students to have a chance to 
use the computer by allowing each student only one attempt to spell 

a word. 
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Flash Game 


The game ends when players have spelled all the words on the list that 
they have chosen for this game. If all the words on the list were spelled 
correctly on the first try, a dancing unicorn appears accompanied by 
music. If students received help on some of the words, they have an 
opportunity to try those words again. Have students press to see 
a list of those words. Then press again to start the game with the 
words they had difficulty with. An animation will appear when those 
words are spelled correctly on the first try. 


When students are finished with a list of words, they are prompted 
“PLAY THIS LIST AGAIN? (Y ORN).” Type Y for Yes to continue playing with 
the same words. Type N for No to return to the Castle of Spells menu 
to change games, word lists, other options, or to leave the program. (If 
you type N when playing with a list created from the “Your List” option, 
the list is erased from memory.) 


At the beginning of each game, you (or the students) can change the 
number of seconds that each word appears on the screen by pressing 
and then changing Option 5 on the Castle of Spells menu. 


When you leave a game before finishing a list and return to the Castle of 
Spells menu, the ROYAL LIST/YOUR LIST in Option 2 will be replaced with 
SAME LIST/NEW LIST/YOUR LIST. Select: 


= SAME LIST to return to the game using the same word list. 


= NEW LIST to view the names of the word lists in the chosen level 
and choose a new one. 


= YOUR LIST to create your own list of words to play in the game. 
(See page T20). 


Once students are familiar with this game, they can play it using 
temporary spelling lists that they create for themselves or for other 
students using the “Your List” option on the menu for this game. 
Instructions for using “Your List” start on page T19. Teachers can 
provide their students with spelling words that are especially approp- 
riate for them by creating lists using “Spells Writer.” Instructions for 
“Spells Writer” start on page T22. 


Off-Line Activities 


There are additional spelling activities that extend the computer games 
in the MAGIC SPELLS Student Activity pages. Many can be used as 
activities for students to do at their desks while other students have 
their turn to play at the computer. Descriptions of these activities for 
teachers start on page T27. 
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Your List 


Objectives 


= Creating spelling lists. 
= Arranging work schedule. 


ystal > emote 
aero ee . thruster 


= Choosing appropriate materials for 
another student. 


= Cooperative interaction. Please type in word #18: 


To end a word, press <RETURN®=, 


To end a list, press <RETURN®? again. 


The “Your List” option is available in both the “Scramble” and “Flash” 
games. It allows students to have some control over the game by creating 
temporary spelling lists for their own practice or for a friend to try. 
Students enjoy the opportunity to play teacher and often create lists 
more difficult than the teacher’s. For certain students, you may want 
to suggest that they practice words misspelled from other lists. 


More able students can practice their independent skills together. A 
very capable student could use this feature to create a list to tutor one 
or two other students. You can use it as a rainy day recess activity, 
enrichment for students who enjoy challenging word-play activities, or 
as extra practice for students who have difficulty spelling. 


On-Line Presentation 


You may want to instruct students individually on how to use this 
option. That way students can ask questions about points that are 
confusing to them and can practice creating lists without feeling pressure 
from others in the class. Students will need to practice writing lists and 
spotting and correcting errors before they can invite another student to 
play the games with one of their lists. Once you have given one student 
careful instruction in using “Your List,” that student may be able to 
instruct another student. 
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Your List 


After students have chosen either the “Flash” or “Scramble” game from 
the Castle of Spells menu, they should select YOUR LIST from the menu 
(Option 2). When students press [RETURN], the screen displays a large 
number 1 anda prompt to type the first word in the list. Ask a student to 
press [?] for instructions. Read the instructions aloud (or have a student 
read them) and discuss them with your students. You may wish to 
display the special keys reference page next to your classroom computer. 


= The list they create can have as many as 20 words and each word 
can have as many as 15 letters. (Each word can consist of letters, 
apostrophes, and hyphens.) 


= If students notice they have made a mistake before they press 
to end a word, they can use the backspace key to back 
up and then they can retype the word. 


= To capitalize a letter on an Apple II+ , students should press and, 
while holding that key down, press [4]. Nothing will happen on 
the screen, but the next letter they type will appear as a capital 
letter. Onan Apple Ile or IIc, players simply hold down and 
type the letter they want capitalized. 


= At the end of each word, students must press to enter the 
word on the list. The next number appears. At the end of the list, 
they must press again. 


= Students can return to the Castle of Spells menu by pressing 
From there, they can change game options or return to their word 
list and continue typing words. 


= Students can see these instructions again by pressing [7]. 


Be sure to remind students that the list they create will be temporary. 
If they return to the main menu, choose a new list, or turn off the com- 
puter, the list will be gone. After you have discussed the instructions 
with your students, ask a student to press to continue. Then have 
the students create a list by having one student type the words suggested 
by other students (or have students take turns entering the words). 
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Your List 


After the students have entered all their words and the student at the 
computer has pressed twice to end the list, a prompt appears asking 
if the last word they typed is the last word on their list. Type Y for Yes 

to end the list or N for No to continue typing the list. When students 
type Y, they will have a last chance to review the list by pressing : 
The word list appears in large letters for review before the game. Pressing 
starts the game. Later, when students are using the program 
independently, they can either use the list they have created for their 
own practice or they can invite another student to play a game with it. 


When you leave a game before finishing a list and return to the Castle of 
Spells menu, the ROYAL LIST/YOUR LIST in Option 2 will be replaced with 
SAME LIST/NEW LIST/ROYAL LIST. Select: 


= SAME LIST to return to the game using the same word list. 
= NEW LIST to erase the list you entered and create a new one. 


= ROYAL LIST to view the names of the word lists in the chosen level 
and choose a new one. Your list of words will be erased. 
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Spells Writer 


Purpose 


= Preparing individualized spelling lists. + 1 GREATE LIST 
: F - : - : 2. DELETE LIST 
= Printing and storing spelling lists. Pa anes 


. VIEW/PRINT LIST NAMES 


. VIEW/PRINT WORD LIST 


. CREATE STORAGE DISK 


. RETURN TO MAIN MENU 


“Spells Writer” allows you to create spelling lists that are especially 
appropriate for your class or individual students. It allows you to 
sequence your spelling lists to cover a broad range of spelling skills and 
development. You can store the lists on a separate disk for students to 
use while playing the “Scramble” or “Flash” game. You can also delete 
and edit lists, view and print names of lists and words in a list. An 
option is also included for formatting a blank disk to use as a storage 
disk for your word lists. The word lists you create in “Spells Writer” 
can be used as Royal Lists for playing the games. 


Using Spells Writer 


First load the MAGIC SPELLS disk and select “Spells Writer” from the 
main menu by pressing [2] and [RETURN]. The menu of options for “Spells 
Writer” will appear on the screen. To choose an option, press its number 
and . If you like, you can first format a blank disk for saving your 
word list by using Option 6. Or, you can create a list or edit a MAGIC 
SPELLS word list and format a disk when you’re ready to save your 
work. Note that Options 1, 2, and 3 are powerful, so follow instructions 
below carefully. 


Option 1: Create List Use this option to create your own Royal Lists 
for playing the games. Press [1] on the keyboard, then to select 
this option. To see instructions for creating lists of words, press [2]. 


= You may enter up to 90 lists. Each list may have up to 20 words 
and each word may have up to 15 letters. (You can use letters, 
periods, apostrophes, hyphens, and spaces within words.) 


. capitalizes the next letter on an Apple II+. Pressing 
and a letter capitalizes that letter on an Apple Ile and IlIc. 


= Press to enter a word and press again to end the list. 


i yy. 


Spells Writer 


= If you have not yet pressed to enter a word, you can use the 
backspace key to back up and then you can retype the word to 
correct any errors. 


= To exit this option without saving the list, press [Esc]. You will be 
asked whether you want to return to the options menu without 
saving the list. Press [1] if you want to doso. Press [N] if you want 
to continue entering the list. 


= You can save your list only on a storage disk-not on the MAGIC 
SPELLS game disk. 


= Note that once you have entered a list, you can change, but not 
remove, words. (See Option 3, Edit List, below for deleting words.) 


You may want to display a guide of special keys for “Spells Writer” 
near the computer. Then you can refer to it while working ona list. See 
page Al of the Appendix for a complete list of special keys. 


Press to continue, and start entering the words on your spelling 
list. Begin by typing the first word beside number 1, then press 
As you type the words, they will appear on the screen beside the next 
consecutive number. After you have typed the last word of your spelling 
list, press to end the word and then press it again to end the list. 

If your list has less than 20 words, a prompt will appear on the screen 
asking if this is your last word. Press [“] ifitis, [N] if you want toadd more 
words to the list. If you press 1], you will then have an opportunity to: 


= Change a word you've entered. Type the number of the word and 
press [Cc] and to erase it. Then type the new word. 


= Save the list. Insert a formatted storage disk or a blank disk in the 
drive and press [S$]. Follow the prompts for assigning a level to 
your word list (1 to 6 or S for Special) and for entering a name 
for your list. 


It is important to know that if you enter a name that has already been 
used for another list, the new list will replace the first one and the first 
will be lost. Before you enter a name for the list, review the current list 

of names displayed on the screen. If you have more than 30 lists for that 
level on disk, use or Lt] to move one page forward and or [4] to 
move one page back. Press when you are done viewing. Then 
type inaname for your new list and press . List names must begin 
with a letter and can be up to 15 characters long. Names may have 
letters, numbers, and periods. When the list has been written on the 
disk, you will see a prompt on the screen to press . When you 

press , you will go back to the “Spells Writer” menu. 
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Spells Writer 


Option 2: Delete List This option is simple to use but must be used 
carefully. Be sure that you no longer need the list you are deleting or 
that you have a printed copy or have transferred it to another storage 
disk. Before using this option, check to be sure that there is no 
write-protect tab on the disk. Do not open the disk drive door or remove the 
disk while using this option. 


To delete an old list of words, select Option 2 from the “Spells Writer” 
menu and press . Insert your storage disk in the drive and press 

. Atthe prompt, type the level of the list you want to delete (1 to 6 
or S for Special) and press . The names of the lists currently on the 
disk for that level will appear on the screen. Choose the one you want to 
delete, type its number, and press [RETURN], 


The name of the list you wish to delete will appear highlighted on the 
screen. The list itself has not yet been deleted from the disk. At this 
time, you may select additional lists to delete. Type the list number, 
followed by RETURN for each list you wish to delete. If you realize you 
have selected the name of a list you do not want to delete, press [sc]. You 
will return to the “Spells Writer” menu with all the lists intact. After 
you have selected all the lists you wish to delete, press [2] to delete them. 
The lists will now be erased from the disk. You will see the revised List 

of Spells on the screen. Once you have erased lists from the disk, they 

are gone forever unless you reenter them using Option 1. Press to 

go back to the “Spells Writer” menu. 


Option 3: Edit List Use this option when you want to insert, replace, 
or delete words froma list on your storage disk or on the MAGIC SPELLS 
game disk. When you edit a MAGIC SPELLS word list, you will need to 
save it on a storage disk. The original MAGIC SPELLS list will remain 
intact on the game disk. You can also use this option to transfer lists 
from one disk to another. 


Select Option 3 from the “Spells Writer” menu and press [RETURN]. Insert 
your storage disk or the MAGIC SPELLS game disk in the drive, then 
indicate the level of the word list you want to edit (1 to 6 or S for Special). 
The names of all the lists on the disk for that level appear on the screen. 
Choose the one you want to edit, type its number, and press [RETURN]. The 
words in that list appear on the screen. 


To change a word on the list, type the number of the word and press 


and [RETURN]. The word disappears from the list. Type in the new word 
and press to enter it. 
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To insert a word in the list, type the number you want the new word to 
be and press [1] and [RETURN]. The words in the list move down and are 
renumbered to create space for the new word. Type the new word 
beside the number and press to insert it. 


To delete a word, type the number of the word and press [2] and [RETURN]. 
The word is deleted from the list and the subsequent words move up 
in the list and are renumbered. 


When you are finished editing the list, insert your storage disk if itis not 
already in the drive, and press [S$] and to save your list. To format 
a blank disk, press [¥], then save your list. Press to return to the 
“Spells Writer” menu. 


Option 4: View/Print Names This option allows you to check the current 
list names so you don’t accidentally give two lists the same name. To 
see the list names on a disk, select Option 4 from the “Spells Writer” 
menu, insert your storage disk or the MAGIC SPELLS game disk, then 
indicate the level of the list names you want to view. A current list of 
names of all the word lists on the disk will appear on the screen. Press [®] 
to print the list names. Press to return to the “Spells Writer” menu. 


Some reminders when printing: 
= Be sure the printer is plugged in and turned on. 


= Check the paper adjustment before printing so you don’t end 
up with part of a list on the paper perforation or on the next sheet 
of paper. 

« If you have a printer failure while using this option, turn off the 
computer and reload the disk. 


Option 5: View/Print Word List This option allows you to look at an 
existing list of words to remind yourself what words are on it. This is 
especially helpful if you are writing your own spelling program and do 
not want to duplicate words on the lists. It also allows you to print 
spelling lists from the game disk or from any of your storage disks to 
give to students for homework assignments, game activities, or creative 
writing assignments. 


To view a list of words, select Option 5 from the “Spells Writer” menu, 
insert your storage disk or the MAGIC SPELLS game disk in the drive, 
then indicate the level of the word list you want to view (1 to 6 orS for 
Special). The names of the lists currently on the disk will appear on the 
screen. Choose the one you want to view, type its number, and press 
[RETURN]. The words in that list will appear on the screen. After you have 
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Spells Writer 


reviewed them, press [?] to print the list or to return to the 
“Spells Writer” menu. 


Some reminders when printing: 
= Be sure the printer is plugged in and turned on. 


= Check the paper adjustment before printing so you don’t end up 
with part of a list on the paper perforation or on the next sheet 
of paper. 

= If you havea printer failure while using this option, turn off the 
computer and reload the disk. 


Option 6: Create Storage Disk This option allows you to format a disk 

to use as a storage disk for saving word lists. You can then use the 
storage disk in place of the MAGIC SPELLS game disk and play the games 
with your own words. NOTE: You do not have to format a disk before 
creating a new list or editing a list from the MAGIC SPELLS game disk. 


To format a disk, select Option 6, insert a blank or reusable disk in the 
drive, and press [F] to format the disk. This will erase anything that is 
on the disk. When the disk is formatted, you are returned to the “Spells 
Writer” menu. 


Option 7: Return to Main Menu After you have finished using “Spells 
Writer,” press [7] and to return to the main menu where you can 
select “Castle of Spells” to play a game or “Leave” to exit the program. 


Using Your Storage Disk 


Once you have created your own word lists and saved them on a storage 
disk, you can use them in the “Scramble” and “Flash” games. To use 
your storage disk, load MAGIC SPELLS and select “Castle of Spells” from 
the main menu. Then choose either the “Scramble” or “Flash” game 
and set Option 2 to ROYAL LIST. Then set the other game options the 
way you want them. Remove the MAGIC SPELLS disk from the drive, 
insert the storage disk, and press to load your list of words. The 
game will proceed as usual. If a player presses to return to the Castle 
of Spells menu, a message will appear on the screen directing the player 
to insert the MAGIC SPELLS disk in the drive in order to continue. 
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Off-Line Activities 


In this section, you will find suggestions for activities to further the 
development of your students’ spelling skills. You can use the activity 
pages appropriate for your students. Some of the activities involve a 
spelling activities book that students can use to save their work and 
keep track of their progress. Other activities include games, practice, 
and enrichment. Some can be done as homework assignments. 


Cover for Spelling Activity Book In this activity, students 
make a cover for their spelling activity books, in which they will 
be keeping samples of spelling work. 


You need: 


= An activity sheet (page 1) for each 
student. 


= Three-hole punch This book of 


= Colored pencils, pens, or crayons. 


= Brass fasteners or three-ring binders. 
= Tagboard or construction paper. INI ASIC Spells 


After introducing MAGIC SPELLS to students, belongs to 
have them start an activity book for keeping 
samples of their work. To make covers for the 
books, have them write their names in the space provided and then 
decorate the covers as they wish. Then paste the covers onto tagboard 
or construction paper and use a three-hole punch to make holes on the 
left side. The covers will last longer if you laminate them or cover them 
with clear plastic. Students can keep the pages of the book together by 
using either brass fasteners or three-ring binders. 


Spelling List Students will have two copies of their current 
spelling list: one for their activity books and one for practice at home. 


Depending on the ability of your students, you can give them either 
two copies of the activity sheet on page 2 that you have filled in 
with the current spelling list, or two blank copies of the activity 
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sheet on page 3 that they can fill in. If you Spelling List 
want them to fill in the sheets, they can copy New Words 
the words from the chalkboard or from a Last week you had words correct. 


computer printout from “Spells Writer.” 
Have them record the number of words they 
spelled correctly on last week’s test at the top 
of the page. (Or you can record this for them 
before distributing the activity sheets.) Stu- 
dents can put one copy of the list in their 
spelling activity books and bring the other 
copy home to use with homework activities. 


Spelling Practice Students can practice writing their spelling 
words as an Off-line activity while they take turns playing MAGIC 
SPELLS on the computer. 


The activity sheet on page 3 is designed for Spelling Practice 
younger students who are writing in manu- Practice Sheet I 
script; the activity sheet on page 4 is de- 
signed for older students who can write in 
cursive. Distribute enough practice sheets to 


Off-Line Activities 


NAME 


NAME 


students so that they will have one column 


for each word on their spelling list. 


Demonstrate how to use the practice sheets: 


Explain to students that they will use each 
column to practice writing each word eight 
times. Instruct them to write the first word ee 

on the first line of the first column. Then Peaches Ghescil 
they should cover what they have written 
with their hand or another piece of paper 
and write the word again on the second line. 
Have them repeat this procedure until they 
reach the end of the column. After this initial 
presentation students should be able to use 
the practice sheets independently. Students 
can keep the practice sheets in their activity 
books. 
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NAME 


Off-Line Activities 


Spelling Test Students have a chance to demonstrate their 
spelling ability. They can keep a record of their accomplishment in 
their spelling activity books. Your observations about the types of 
errors they make can help students learn what kinds of things to 
watch out for and can help you plan future spelling assignments. 


Tell students how many words will be on the Spelling Test NAME 
test and instruct them to number that many Testing Form 

lines on the test sheet page 5. Then dictate 
the spelling words in your usual manner. 
When you correct the tests (or when you re- 
view the students’ corrections) make a note 
of any consistent error patterns at the bottom 
of the page. Students can keep the corrected 
tests in their spelling activity books. You can 
show them to parents at conferences or open 
house. 


Listening Spells This activity is a one-to-one activity for 

you and an individual student. It is especially helpful for students 
who, because they have weak auditory processing skills, have 
difficulty spelling words or sentences dictated to them. You will 
spell the words verbally and the student will tell you what you 
have spelled. 


Choose a student and write his or her name at —— = 
the top of the activity sheet on page 6. Then Spelling List 

write the list of words you plan to practice with 
the student in the “Teacher spelled:” column. 


Teacher spelled: 


Find a quiet spot to work individually with 
the student. Hold the activity sheet so that 
the student cannot see what you have writ- 
ten on it. Then spell each word, one at a 
time. The student should tell you what word 
you have spelled. Record the responses in the 
“I said:” column. Make notes of the types of errors the student 
makes at the bottom of the page. (For example, if you spell “b-a-d” 
and the student responds with “dad,” you could record, “sub- 
stitutes b for d” or simply “b/d.”) Review the errors with the 
student. 
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Oral Spelling This one-to-one activity for you and an indi- 
vidual student will assist students who have weak auditory 
processing skills or students who consistently do poorly on written 
spelling dictation tests. By making notes of the kinds of errors the 
students make, you can begin to assess what may be the underlying 
problem. In this activity, you will say a word and the student will 


spell it verbally. 
Choose a student you feel would benefit Oral Soeting NAME 
from this activity and write his or her name Spelling List 


at the top of page 7. Then record the words 
you want to use in this activity in the 
“Teacher said:” column. 


Teacher said: 


Find a quiet spot to work individually with 
the student. Hold the activity sheet so that 
the student cannot see what you have writ- 
ten on it. Then say each word aloud, one at a 
time, and have the student spell the word 
verbally. Record the responses in the “I 
spelled:” column. At the bottom of the page, 
make notes of the types of errors the student 
makes. 


The types of errors students make may give you a clue about why 
they are having difficulty spelling from oral dictation. If they omit s, 
f, sh, and quiet th, they may have a high-frequency hearing loss. If 
they spell better orally than in writing, they may have some inter- 
ference in visual-motor skills. And if they substitute p for b, t for d, 
k for g, and so on, they may have an auditory perception problem 
that makes it difficult to distinguish voiceless cognates from voiced 
cognates. 


This list is not a complete inventory of spelling diagnostics. If you 
do not see an obvious pattern for which you can pinpoint a specific 
problem, consult with your learning disabilities teacher. 


Spelling and Computer Records Students can use these 
activity sheets to keep a record of their spelling test scores and 
the results of their computer activities. For spelling tests, you can 
have your students keep either a chart or a bar graph, depending 
on their age or skill level. 
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You need: 
= Activity sheets (page 8 or page 9, and 
pages 10-13) for each student. 
= Colored pencils, pens, or crayons. 
= Scissors and paste. 


Spelling and Computer Records NAME 


Symbol Record I 


The graph for spelling test scores on page 8 
is appropriate for older students and stu- 
dents of a higher skill level than is the chart 
on page 9. Students fill in this graph as a bar 
graph according to percentage of words 
spelled correctly on each test. In the box at 
the left end of each bar, students put the 
date of the test and the percentage score. 
Then they color the bar so that its length cor- 
responds to that percentage. 


Students use the spelling test chart on page 9 
by filling each box with a symbol that represents 
the results of one spelling test. Students can 
use the MAGIC SPELLS symbols on pages 10-13, 
which can be cut out and pasted on the chart, 
to record their scores as follows: the unicorn for 
100%; the fancy banners for 75-99%; the plain 
banners for less than 75%; and the closed castle 
window for a test they didn’t take. 


Spelling and Computer Records NAME 


Bar Graph Record 


Date 


% Correct 


Spelling and Computer Records NAME 


Unicorns 


coe 


The page 8 chart for recording results of 
MAGIC SPELLS games is used in the same way 
as the test scores chart on page 9. Older stu- 
dents should not have difficulty entering the 
date and shading the bar graph for their 
score each time they play a MAGIC SPELLS 
game. 


For younger students, you may want to post 
the scoring system near the computer, along 
with simple percentage charts to help them 
determine their score. (For example, if a list has 
ten words, each word is worth 10%; if a list has 
15 words, each word is worth 6.6%) Or, you 
could pair each of the symbols on page 10-13 
with one of the screens that appear at the end 
of the “Scramble” and “Flash” games and 
display a chart showing that correspondence 
near the computer. 


Students can keep their test and computer 
records in their spelling activity books. 


Spelling and Computer Records 


Plain Banners 


Spelling and Computer Records 


Closed Window 


Word Shapes In this activity, students outline the shapes of 
spelling words, identifying which letters are tall, which letters are 
short and which letters extend below the line or have tails. It is es- 
pecially appropriate for younger students and for students with 


visual perception or visual-motor problems. 


You need: 


= An activity sheet (page 14 or page 15) 
for each student. 


= Scissors and paste. 
« Dark construction paper. 


Distribute an activity sheet to each student. 
Whether you use page 14 or page 15 will de- 
pend on the lengths of the words you plan to 
use in the activity. Demonstrate on the chalk- 
board how students are to write spelling 
words on the activity sheet by putting one 
letter in each box and by using the heaviest 
line as the base line. 


pe 


Word Shapes 


Writing List I 


Off-Line Activities 


NAME 


aleale 


NAME 


sae cae =e 
I] 


NAME 


Off-Line Activities 


Have students write one word on their activ- Word Shapes NAME 
ity sheets as you write it on the chalkboard. Writing List I 

Check each student’s letter formations. Stu- —— pe 
dents who understand the procedure can 
continue to copy the spelling list on their 
own. Students who are having difficulty 
should continue to write the words as you 
demonstrate the correct letter formations. 


After they have written all the words, dem- 
onstrate how to outline the shape of the 
words: 


After outlining all the shapes, students can cut them out on the out- 
line and paste them on construction paper. Then you can outline 
just the word shapes, without the letters, on the chalkboard, and 
ask students to identify which spelling words you have drawn. 


To extend this activity so students can use it as part of the “Scramble” 
game, make a set of word shapes, without letters, from heavy acetate. 
The size of the shapes should match the size of the letters on the 
computer screen. Keep the shapes for each spelling list in a separate 
envelope and store all the envelopes in a box near the computer. When 
students are playing “Scramble,” have them predict which shape the 
word will take when they have unscrambled it correctly. Ask “How 
many tall (or short) letters are in this word? How many letters does this 
word have in all? Are there any letters with tails in this word?” When 
students have unscrambled the word at the computer, have them 
compare the shape they predicted the word would have with the actual 
word shape by placing the acetate shape over the word on the screen. 


Word Classes and Word Sort In this activity, students sort 
words from their spelling lists according to a predetermined set of 
features (by classes of words such as nouns and verbs, by length, 
by beginning sound, or by vowel sound, for instance). 


§ Be i 


Off-Line Activities 


If you want students to sort a set of words Word Clasees and Word Son NAME 
into the classes noun, verb, adjective, and Classify the Words 
preposition, distribute the activity sheet on Nouns Adjectives 


page 16. If you want to use another type of 
classification, use the activity sheet on page 
17 and either write the categories on the ac- 
tivity sheets before distributing them or have 
the students write them. 


Draw four large squares on the chalkboard 
and label them with the four features you ee eeea tees ee 
want students to use to sort the words. Sort the Words 

Then, using several words that are not on 
the list students are using, demonstrate how 
to sort words according to the categories you 
have selected. 


Practice the activity until they understand the 
principle of classifying words. Then have stu- 
dents use the activity sheets to write words 
from their spelling list in the four boxes, accord- 
ing to the categories you demonstrated at the chalkboard. Students 
can work individually or in small groups. When everyone has 
finished, the entire group can meet to compare results. 


When playing the “Scramble” or “Flash” game at the computer, ask 
questions about word categories as students read the master list: 
“Tell me if this is a noun or a verb. Which of these words have the 
long /a/ sound? Which words begin with blends?” 


Games with Words These games give students an opportunity to 
improve their visualization of spelling words. 


You need: Games with Words NAME 
Word Cards 


= Several word card activity sheets 
(page 18). 

= Tagboard or construction paper. 

= Scissors and paste. 


Make word cards by copying or pasting the 
word card activity sheet onto tagboard or 
construction paper. Make enough word cards 
to have two, four, or six cards for each word, 


T34 


Off-Line Activities 


depending on the number of players. To play Fish, you should have 
at least ten cards for each player. Cut the cards apart and write one 
spelling word on each card. 


To play: 
= Shuffle the cards and pass five to each player. The remaining 
cards are placed face down in a pile. 


«If players are dealt any pairs of words, they put them down 
on the table. 

= Select one player to begin. That player may ask any other 
player for a specific word. Players can only ask for words that 
they have in their hand. 


= If the other player has that word, he or she must surrender 
that card to the requesting player. 


«If the other player does not have that word, he or she says 
“Go Fish.” The requesting player then draws the top card 
from the pile. 


= Whenever players obtain two matching cards, they put them 
on the table. 


= Players take turns requesting cards from other players. 


To win: 
= The first player to run out of cards by obtaining a matching 
card for each card in his or her hand is the winner. 


To play Concentration: 


« Shuffle a set of word cards that include a pair of cards for 
each word. Place the cards face down on the table in rows 
and columns. 


= Select one player to start. That player selects any two cards 
and turns them over. 


«If the cards match, the player keeps them and then turns over 
two more cards. As long as the two cards match, the player 
continues with his or her turn. 


= If the cards do not match, they are returned face down to 
their places on the table. 


« Players continue taking turns turning over two cards and 
looking for pairs. 7 


To win: 


«= When there are no cards left on the table, the player with the 
most cards wins. 
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Milkmaid’s Pail In this activity, students devise rules for 
sorting words on their spelling lists and then use the rules to 
play a one-rule or two-rule sorting game. 


You need: Milkmaid’s Pail 
Single Pail 


= A game board activity sheet (page 19 
or page 20). 


= Several word card activity sheets (page 18). 
= Two file folders. ———— 


= Tagboard or construction paper. 
= Scissors and paste. 
= Clear plastic. 


Paste each game board activity sheet into a Mika's Pal 

file folder. Cover each with clear plastic to Double Pails 
make the game boards. Then make word 
cards by copying or pasting the word card 
activity sheet onto tagboard or construction 
paper. Make enough word cards to have one 
for each word on the spelling list. Cut the 
cards apart and write one spelling word on 
each card. Make at least eight extra blank 
cards to use as rule cards. 


To play: 
= Display the word cards so all players can see them. 


= Have players suggest at least eight rules to describe words 
that have a common feature. (For example, the words start 
with b, the words have the long /i/ sound, the words are 
nouns, and so on.) Write the rules on the rule cards. 


= Place the game board for Milkmaid’s Pail (page 19) and the 
spelling word cards on a table or the floor so that all players 
can see them. 


= Select one student to be the rule master. The rule master se- 
lects a rule card, reads it silently, and puts it face down at the 
bottom of the pile of rule cards so no one else can see it. 


= Players take turns selecting one of the words and asking the rule 
master if it fits the rule. If it does, the rule master says “yes” and 
the player puts the word on the Milkmaid’s pail. If the word does 
not fit the rule, the player turns the card over. 
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= Players are not allowed to say what the rule is until all the word 
cards have been placed on the Milkmaid’s pail or turned over. 


To win: 


= The player whose turn it is when there are no more cards may 
say “zero” if he or she recognizes the rule. If the player identifies 
the rule correctly, that player acts as the rule master for the 
next game. 


To play with the Double Pail’s gameboard, the rule master selects one 
rule for the top pail and one rule for the bottom pail. When players 
select a word, they must specify which pail they want a word to goin. 

If the rule master rejects the word for the designated pail, set the card 

at the end of the game board near the other pail. Do not turn a card 
over until the rule master rejects it for both pails. Players must ask the 
rule master about both pails for each word before the game is over. Any 
word that fits both rules should go in the section where the pails overlap. 
To win, a player must identify the rule for both pails. 


When students are playing the “Scramble” or “Flash” game at the 
computer, ask questions about word categories as they read the master 
list: “How are ‘black’ and ‘blue’ alike? Is there any way ‘ice’ and ‘cent’ 
are alike?” 


Dictionary Skills In this activity, students use dictionaries to 
locate specific information about the words on their spelling lists. 
You may have all the students work on the same activity sheet or 
you may have them work on different activity sheets in small 
groups. All groups can use the same word list. 


You need: Dictionary Skills 


» An activity sheet (page 21, 22, 23 or 24) Word Meanings 
for each student. 


= Dictionaries. 


Spelling word Dictionary meaning 


Demonstrate how to locate different types of 
information in a dictionary. You may want to 
have a large diagram of a sample dictionary 
entry on the bulletin board or chalkboard. 
Then have students suggest words and prac- 


Los 


Off-Line Activities 


tice locating them in a dictionary. Students Dictionary Skills NAME 
can take turns selecting the kind of informa- Syllables ; 
tion to find and discuss: the meaning, 

syllabication, pronunciation, or locating the 
root, prefixes or suffixes. They can then write Speake bi a Nass 
this information on the chalkboard. Sa ra ee 


When students understand how to use a dic- 
tionary, pass out one of the activity sheets to 
each student. Complete the exercise for two 
or three of the spelling words with the stu- 
dents. Then have them complete the activity 
sheets on their own. When they have 
finished, students can compare their results 
with those of other students. 


Dictionary Skills NAME 


When students are playing the “Scramble” or Peon anon 


“Flash” game at the computer, ask questions 
relating to the dictionary activity: “What 
does this word mean? How many syllables 
does it have? What is the root of this word? 
Does this word have more than one pro- 
nunciation?” When students are using the 
“Your List” option, encourage them to 
write a list using their dictionary skills. 

(For example, they could write a list of 
words with prefixes, a list of words with 
three syllables, a list of words that have 
two pronunciations, and so on.) 


Spelling word Dictionary pronunciation (pra nun’sé a’shan) 


Dictionary Skills NAME 


Spelling word separate: prefix/root word/suffix 


Find the Root 
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Merapple’s Alphabetizing _ In this activity, students write their 
spelling words in alphabetical order. 


You need: Merapple's Alphabetizing NAME 


= An activity sheet (page 25) for each stu- 
dent or group of students. 


abcdefghijklmnopaqrstuvwxyz 


= A spelling word list (page 21 or a com- 
puter printout) for each student or 
group of students. 


= Scissors. 


Use words not on the spelling list to demon- 
strate on the chalkboard or an overhead 
projector how to arrange words in alphabet- 
ical order. Ask for student suggestions as 
you are putting the words in order. 


The first few times the students do this activity, you may want to 
have them work in pairs or small groups. Pass around one activity 
sheet and one spelling word list to each group. If you use the activ- 
ity sheet on page 21, fill in the spelling words before distributing it 
to students. 


Instruct students to cut out the words on the list and then arrange 
them in alphabetical order. When they have finished this task, 
check their work for accuracy. If the words are in the correct order, 
have someone in the group record them on the activity page. Later, 
when students have a good grasp of alphabetizing, you can write 
spelling lists that require students to look at the second or third let- 
ter of a word in order to alphabetize it. 


When students are using the “Your List” option at the computer, 
encourage them to enter the words on their list in alphabetical order. 
You may wish to extend this activity into other areas in the classroom, 
such as having students arrange their seating alphabetically or 
organizing the classroom’s books alphabetically by author. 


Spelling Word Sentences In this activity, students use each of 
their spelling words to write a complete sentence in which the 
spelling word is used appropriately. 


Using their current spelling list, have students take turns reading 
a word and using it in a complete sentence (page 26). After you 


Alphabetizing the Spelling List 
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have done this for all the words on the list, 
ask students for additional sentences for 
specific words. Then demonstrate how to use 
the activity sheet by writing a word on the 
line in the left column and then writing a 
sentence on the lines to the right. (If students 
need more than two lines for a sentence, 
they can skip a word line in the left column.) 


After students have completed this activity, 
have them read their sentences aloud, so the 
class can appreciate how many different 
ways a particular word can be used. 


Word Treasures In this activity, students locate the synonym, 
antonym, or homonym for each word on their spelling list and 
write one sentence for the spelling word and one sentence for the 


synonym, antonym, or homonym. 


You need: 


= An activity sheet (page 27, page 28, or 
page 29) for each student. 


= Dictionaries or thesauruses. 


Choose one of the activity sheets according 
to whether you want to teach synonyms, an- 
tonyms, or homonyms. Have a class dis- 
cussion in which you present the principle of 
synonyms, antonyms, or homonyms. First 
have students locate one of their spelling 
words in a dictionary or thesaurus and give a 
synonym, antonym, or homonym for the 
word. Then ask students to give example 
sentences using the two words. For syn- 
onyms, encourage students to keep the 
sentences as nearly the same as possible by 
simply substituting the synonym for the orig- 
inal word. For antonyms, they should make 
sentences that have opposite meanings. (For 
example: I went to the store; I came from the 
store.) For homonyms, the sentences should 
reflect the difference in meaning between the 
two words. 
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Spelling Word Sentences NAME 


Make a Sentence .. 
oy 


iN pa 
(ONan 


Word Treasures 


Synonyms 


A synonym for 


A synonym for 


Word Treasures NAME 


Antonyms 


The antonym of 


The antonym of 
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When students are ready, have them com- Word Treasures NAME 
plete the activity sheet. Then have students Homonyms y 
read their sentences aloud to the class. | 


Thethomony moO = = is 


When students are using the “Your List” option 
at the computer, encourage them to create a 

list of the synonyms or antonyms of an exist- 
ing word list or to create a list that contains 
only words that have homonyms. 


The homonym of 


Tall Tales In this activity, students write stories using as 
many of their spelling words as they can. 


Instruct students to write their spelling Tall Tales NAME 

words in the spaces at the top of the activity Tell A Story 

sheet (page 30). Select one student to choose 
one word from the list and use in a good 
story-starting sentence. Write the sentence on 
the chalkboard. Have students copy the sen- 
tence onto their activity sheets and cross off 
the word from the list at the top. Then have 
students complete the story individually, us- 
ing as many of the spelling words as they 
can. 


Review Bingo In this activity, students select 24 words from 
previous spelling lessons and use them to play a Bingo-type game. 


You need: Review Bingo NAME 
= An activity sheet (page 31) for each Seca card 
student. 
= Past lists of spelling words for review. 
= Bingo markers. 


«= Small blank cards. 


Use the small cards to make a word card for 
each of the words on the spelling lists you 
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Off-Line Activities 


have chosen for review. Have each student select any 24 words 
from the lists and write them in the squares on the activity sheet. 


To play: 
= Mix up the small word cards and put them in a container. 


* Have each player place a Bingo marker on the juggler’s square in 
the center of the activity sheet. 


= Pull a word card out of the container and read it aloud to the class. 


"If players have that word on their activity sheet, they can cover 
its square with a Bingo marker. 


= Continue reading words until one student has covered five 
Squares in a row, in any direction. 


To win: 


= When a player has covered five squares in a row, he or she 
calls “Bingo.” Then the player must read and spell the five 
words in the row. If they are all correct, that player is the 
winner and can act as the caller for the next game. 


Wizard’s Crossword In this activity, students use their spelling 
words to create crossword puzzles for their friends to solve. 

The first time you do this activity, you may want to have the class 
do it together as a group. Later, students can create the puzzles in- 


dividually. 
You need: Wizard’s Crosswords NAME 
= Activity sheet pages 32 or 33 de- Puzzle | 
pending on the length of the words. Creator's Name 


Solver’s Name 


" Activity sheet page 34, enough copies 
for each student to write clues. 


To create a crossword puzzle, first place as 
many of the spelling words into the puzzle 
box on the activity sheet as you can. Words 
can go across or down. Then, going across 
the rows horizontally, consecutively number 
the first letter in each word. Then fill in all the 
empty spaces with a pencil. On another ac- 
tivity sheet with the same size puzzle box, fill 
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in the same spaces you filled in on the first 
one and copy the numbering. Do not write 
the words in this box. Then using the activity 
sheet on page 34, write your clues. For each 
Across word, write the number for the word 
and a clue for it. Do the same for the Down 
words. Give the blank puzzle box and your 
clues to a friend to solve. 


Wizard’s Crosswords NAME 


Puzzle II 


Creator’s Name 


Solver’s Name 


Wizard’s Crosswords NAME 


Clues 


Creator's Name 
Solver’s Name 


To (name of puzzle) 


Wizard’s Wordsearch In this activity, students use their 
spelling words to design a wordsearch puzzle for their friends to 


solve. 


Demonstrate on the chalkboard how to enter 
the words in the wordsearch box (page 35). 
Explain to students that they should pick 
their own places in the box for the words, so 
that each student designs a different puzzle. 


After they have all the spelling words written 
in the box, instruct them to fill in the rest of 
the spaces with random letters. When they 
have finished designing their puzzles, stu- 
dents can switch activity sheets with a friend. 
Then students should try to solve the puzzle 
by circling all the spelling words. 


Wizard’s Wordsearch NAME 


Puzzle Board 


Creator’s Name 
Solver’s Name 


. Put your spelling words in these boxes (one letter 
to a Dox. 
. Your words may go up or down, across, or diagonally. 
. When all your words are in the box, fill in the 
rest of the boxes with any letters you like. 
. Give the puzzle to a friend to solve by finding 
all the spelling words. 
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Wizard’s Treasure In this activity, students use partial 
clues to recognize spelling words and then complete the correct 


spelling. 
You need: Wizard’s Treasure NAME 
= An activity sheet (page 36). ero om 
abcdefghijklmnopaqrstuvwxyz 
To play: 


= Give each player a copy of the activity 
sheet. Players must not see the spelling 
list during the game. 


= Choose one student to act as the Clue 
Wizard. The Clue Wizard secretly se- 
lects a word from the spelling list and 
gives the clues. 


S297 dergni{k mnoe= 


= The Clue Wizard tells the other players how many letters 
there are in the secret word. The other players then draw a 
horizontal line on their activity sheets for each letter. & 


= The Clue Wizard calls on one player to name a letter that is 
might be in the word. If the player names a letter that is in 
the word, the Clue Wizard indicates which space the letter 
goes in, and the players write the letter in the correct place on 
their activity sheets. 


= If the student selects a letter that is not in the word, the Clue 
Wizard says “No,” and the players cross off that letter from 
the alphabet at the top of the game box on the activity 
sheets. 


= Players take turns guessing letters until they have spelled the 
word. 


To win: 


= The last player to select a correct letter acts as the Clue Wiz- 
ard for the next game. 


Spelling in Codes In this activity, students learn to produce 

and receive messages spelled in one or more alphabet codes. 

Each of the three codes in this activity uses a different sense: hear- 

ing, touch, or vision. This activity can be done in conjunction with a 

science project on the senses, a social studies project on under- ~ 
standing the handicapped, or as enrichment for more able students. - 
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You need: Spelling In Codes NAME 


= An activity sheet (page 37, page 38, or Morse Code 
page 39) for each student. Spell in Morse Code. 


= A telegraph key or some hollow con- A 
tainers that produce different tones 
when struck by a pencil. 


= Scissors and white liquid glue. 


Spelling In Codes NAME 


Braille 


Spell in Braille. 


N 
O 
p 
Q 
R 
S 
T 
U 


Spelling In Codes NAME 


Finger Spelling 


When using the Braille activity sheet, put a 
small drop of white glue on each dot and let 
it dry. This will create small raised dots that 
students can feel with their fingertips. Have 
students do the same thing with the Braille 
letters they make at the bottom of the page. 


It works well to have students work in pairs or small groups for this 
activity. Each pair or group of students can select a code to learn. 
Then they can practice using the code to spell their spelling words. 
Students can take turns writing or sending the message and re- 
ceiving it. When students are receiving a message, they can keep a 
record of how many words they are able to decode each time. 
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Evaluation 


Activity sheets may be selected for written evaluation of your class’ 
spelling objectives. In addition, many teachers find it effective to 
orally evaluate students’ use of the software. A list of questions has 
been provided for your use while students work at the computer. 


1 Scramble 


= Do you see any letters that might be used together to spell a 
word? 


= What do the capital letters tell you about where those letters 
go in the words? 


= Tell me some words that start with this letter (or two letters). 


2 Flash 


= This is your list of spelling words. Read each word aloud to 
me. 


= Tell me the word you have to spell. 
= What is the question mark telling you to do? 
= What is the first letter of your spelling word? 


= The next time your spelling word appears, read it out loud 
to me. 


3 Your List 
«Why did you choose these words for your list? 
= Who else in this class can spell these words? 
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Teacher 


Class Record Form _ Magic Spells 


3 


Initials], «Practice 


Student Names 


Computer 
Experience 
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Activity Sheets 


The activity sheets provided on blackline masters are intended for 
use with the Off-Line Activities that accompany each guide. The 
activities function as reminders and reinforcement of key concepts 
and skills essential for success with the program. 


Cover for Spelling Book 
Spelling List 


Spelling Practice 


Spelling Test 
Listening Spells 
Oral Spelling 


Spelling and Computer Records 


Word Shapes 


Word Classes and Word Sort 


Games with Words 


Milkmaid’s Pail 


Dictionary Skills 


New Words 


Practice Sheet I 
Practice Sheet II 


Testing Form 
Spelling List 
Spelling List 


Bar Graph Record 
symbol Record 
Unicorns 

Fancy Banners 
Plain Banners 


Closed Window 


Writing ListI | 
Writing List II 


Classify the Words 


Sort the Words 
Word Cards 


Single Pail 
Double Pails 


Word Meanings 
Syllables 
Pronunciation 
Find the Root 


Activity Sheets 


Merapple’s Alphabetizing 
Spelling Word Sentences 


Word Treasures 


Tall Tales 
Review Bingo 


Wizard’s Crossword 


Wizard’s Wordsearch 
Wizard’s Treasure 


Spelling in Codes 


Alphabetizing the Spelling List 
Make a Sentence 

Synonyms 

Antonyms 

Homonyms 

Tella Story 


Game Board 


Puzzle I 
Puzzle II 
Clues 


Puzzle Board 
Spelling Form 


Morse Code 
Braille 
Finger Spelling 


book of 


This 


Miagic 


spells 


belongs to 


with Magic Spells. 


For use 


Spelling List 


New Words 


Last week you had 


10. 


words correct. 


ee 


ie. 


13. 


14. 


iio 


16. 


D7. 


ie} 


20. 


NAME 
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Spelling Practice NAME 


re Practice Sheet I 
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Spelling Practice NAME 


Practice Sheet II 
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Spelling Test 


Testing Form 


10. 


Types of errors: 
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11. 


Nice 


13. 


14. 


15. 


16. 


re 


18. 


ro, 


20. 


NAME 


Listening Spells 


Spelling List 


Teacher spelled: 


t { 
2. 2 
3. 3 
4. 4 
5. > 5 
6. 6 
7. 7 
8. 8 
9 9. 

a 10. 


Types of errors: 


NAME 


| said: 
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Oral Spelling NAME 


@ pelling List 


Teacher said: | spelled: 
1 le 
2 2. 
3 3: 
4 4. 
) . 
6 6. 


N 
N 


8 8. 
9 2 
10 10. 


Types of errors: 


> 
Cc 
o 
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oO 
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£ 
Cc 
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a 
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Spelling and Computer Records NAME 


Bar Graph Record - 


Date 10 20 30 40 90 60 70 80 90 100 


% Correct 


10 20 30 40 90 60 70 80 90 100 
| | | | | TE | 
10 20 30 40 90 60 70 80 90 100 
| | | | | EE | 
10 20 30 40 90 60 70 80 90 100 
| | | | | | | | | 
10 20 30 40 o10) 60 70 80 90 100 


10 20 30 40 50 60 70 80 90 100 
10 20 30 40 50 60 70 80 90 100 # 
71] | | | | tf tl tlt dd 
10 20 30 40 50 60 70 80 90 100 & 
I~] | | [| | | tt |b 
10 20 #4230 #40 +2»50 6 #70 #80 #90 4100 8 


10 20 30 40 50 60 70 80 90 100 
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Spelling and Computer Records 


@ °ymbol Record 


Date 
Date 
Date 
Date 
Date 
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Spelling and Computer Records | NAME 


Closed Window 
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Writing List | e 


> 
= 
oO 
a 
E 
° 
O 
D 
£ 
Cc 
= 
S) 
® 
al 
® 
pl ox 
ee 
> 
ce) 
9) 
© 
oO 
- 
© 
_— 
<= 
D 
= 
> 
Q 
° 
O 


1 4 For use with Magic Spells. 


Word Shapes NAME 


@ Writing List U 
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Word Classes and Word Sort NAME 


Classify the Words 


Nouns Adjectives 


Verbs Prepositions 


> 
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Cc 
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Games with Words 


Word Cards 
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Dictionary Skills 


@ Word Meanings 


Spelling word Dictionary meaning 
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Dictionary Skills 


oyllables 


Spelling word 


22 


di/vide in/to syl/la/bles 
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Dictionary Skills 


re Pronunciation 


Spelling word 
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Dictionary pronunciation (pra nun’sé a’shon) 


23 


Dictionary Skills 


Find the Root 


Spelling word 


24 


separate: prefix/root word/suffix 
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Merapple’s Alphabetizing NAME 


Alphabetizing the Spelling List 


abcdefghijklmnopaqrstuvwxyz 
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Spelling Word Sentences 


Make a Sentence 
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Word Treasures NAME 


synonyms 


PSYANONV MN TOR 22, NG 
PNSS NOM EO) cae ee. AG 
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Word Treasures NAME 


Antonyms 


The antonym of 


I ea ee 


The antonym of is 
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Word Treasures NAME 


Homonyms 


ae NOmOnyii Ob fa eS 
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Tell A Story 
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Wizard’s Crossword NAME 


Puzzle I 


Creator’s Name 


Solver’s Name 
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Wizard’s Crossword NAME 


Clues 


To (name of puzzle) 


Creator’s Name 


Solver’s Name 


a EE LL LT ET LL LE EE EE LLY SARA SE RA AE SS SS RT SR A se er re eens er en 
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Wizard’s Wordsearch NAME 


Puzzle Board 


Creator’s Name 


Solver’s Name 


1. Put your spelling words in these boxes (one letter 
to a box). 
2. Your words may go up or down, across, or diagonally. 
3. When all your words are in the box, fill in the 
rest of the boxes with different letters. 
4. Give the puzzle to a friend to solve by finding 
all the spelling words. 
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Wizard’s Treasure NAME 


Spelling Form 


abcdefghijklmnopaqrstuvwxyz 


abcdefghijklmnopaqrstuvwxyz 
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Morse Code 


Spell in Morse Code. 
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Spelling in Codes NAME 
Braille eo. | 


ll in Braille. 


A B CG DB E F G HI 
J K L M N O P QR 


Ss T U Vv W XK Y 2 


OCOoonoo | 
OOOoOoon. 
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@ Finger Spelling 


re Wier — £ 


phabet: Humphries et a/., asic Course in Sign Language 
(T. J. Publishers , 817 Silver Spring Ave ., Silver Springs, Md. 20910). 
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Special Keys Al 
Royal List A2 
Keeping Current A6 
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Special Keys 


Keys 


iad 


[letter] 
(Apple Ile and IIc) 


(Apple II+) 


Function 
Erases a letter you've typed 


Capitalizes the letter you type 


Capitalizes the next letter you type 


Gives you a hint by unscrambling a letter 
in a word or by flashing the word again 


Shows instructions 


Returns you to the Castle of Spells menu 
or the Spells Writer menu (Return to the 

‘main menu by selecting the appropriate 
option from the menu.) 


Makes a flashing word disappear 


Enters words you've typed in a game or 
a list or starts a game; makes a flashed 
word disappear in the “Flash” game 
whena player pressed [*] to see it. 


Al 


Royal Lists 


The word lists used in Magic Spells are based on a patterned approach 
to spelling instruction. Each level develops a specific skill or set of skills 
appropriate to the corresponding grade level in elementary school. The 
five word lists in the Special level include words commonly misspelled 
by readers in Grades 1 and up. The lists were prepared by Pat Neu, 
Language Development/Disorder Specialist and Computer Assisted 
Instruction lab teacher in the Whisman School District, Mountain View, 
California. 


You can obtain a second disk containing these word lists plus 25 
additional lists for each level from 1 to 6 by sending $7.50 to: 


Magic Spells Word Lists 

The Learning Company 

545 Middlefield Road, Suite 170 
Menlo Park, CA 94025 


Level 1 

List1 List 2 List 3 List 4 List5 

1. ham 1. hop 1. get 1. sun 1. big 
2. jam 22 A0t 2.-s5et 2. tun 2. him 
aman 3. HOt 3. let 3: Tun 3 tit 
4. ran 4. lot 4. met 4. cup 4. bit 
5. can De SOE 3. DEL ScCue OS sit 
6. had 6. not 6. men 6. hut 6. pig 
7. bad 7--inOp 7. bed 7. nut 7. rig 
8. cat 8. hog 8. yes 8. rub 8. lit 
9. fat 9. log 9. pen 9. hug oo hid 
10. sat 10. jog 10. red 10. rug 10. fig 
Level 2 

List1 List 2 List 3 List 4 List5 

1. dress 1. small 1. bend 1. ranch 1. list 
2. press 2. stall 2. stand 2. branch 2. mist 
3. grass 3. ball 3. sand 3. bench 3. mast 
4. class 4. hall 4. send 4. lunch 4. must 
5. brass 5. fall 5. band 5. bunch 5. just 
6. staff 6. tall 6. think 6. sent 6. test 
7 Cutt 7. call 7. thank 7. went 7. rest 
8. cuff 8. wall 8. drink 8. bent 8. best 
9. puff 9. mall 9. drank 9. hint 9. nest 
10. stuff 10. all 10. 10. hunt 10. blast 


A2 
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\ 
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Level 3 


List 1 

1. patting 
trapping 
grabbing 
dragging 
setting 
petting 
stepping 
getting 


sore aay ig Be oD cl erste 


sitting 


_— 
oS 


hitting 


—_ 
—_ 


. winning 
. digging 

. hopping 
. shopping 
. dropping 
. mopping 


. running 


el ee eee 
CO. So. Gp tee Gos 


Chitin. 


. tugging 
. rubbing 


NO 
7 2 


Level 4 


List 1 

1. nowhere 
nobody 
nothing 
anyway 
anyplace 
anyhow 
anywhere 
. anybody 


Co ONATER WH 


. anything 


pond 
SS 


. anyone 


—_ 
ey 


. horseplay 


— 
N 


. plaything 


jal 
QW 


. playroom 


. playpen 
. playmate 
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. playhouse 


—_ 
N 


. playground 


= 
GO 


. playback 


—_ 
\O 


. playact 
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© 


. playmates 


List 2 


ie 
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shaving 
shaping 


. trading 


chasing 
shining 
driving 
slicing 


. hiding 
. clothing 
. joking 

. hoping 
. roping 
. tuning 
PS UISHTS 

. ruling 


. gluing 


taking 


. liking 
. voting 


lining 


List 2 


. someway 
. someplace 
. someday 
somewhat 


somehow 
sometime 


somewhere 
. somebody 
something 


someone 


indoors 


. inside 

. outside 

. within 

. without 
. everyday 
everywhere 
everybody 
everything 
. everyone 
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ig 
. letter 
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better 


. atter 


mother 
father 


. brother 


sister 
under 
over 
sooner 


. fighter 
. slower 
~ sitter 


jumper 


. helper 
. cleaner 
. reader 


lower 


. steeper 
. shopper 


List 3 


1. 


ne ee oe 


grandmother 
grandfather 
themselves 
yourselves 
ourselves 
itself 
herself 
himself 
yourself 
myself 
birthday 
together 


. tomorrow 


tonight 


. today 

. almost 

. altogether 
. always 

. already 

. also 


List 4 

1. later 
safer 

. maker 
trader 
wader 
finer 
timer 
. whiter 
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. slicer 


—_ 
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. driver 


—_ 
— 


. voter 


—_ 
NO 


. Joker 


— 
1°) 


. loser 


rer 
i 


. miner 
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Ol 


> hider 
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ON 


» USer 
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os 


bluer 


—_ 
QO 


. truer 
. hiker 
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Now 
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List 4 
throughout 
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afternoon 

. understand 
. overnight 
maybe 
upon 
downtown 
. halfway 
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. however 
10. cannot 
11. backyard 
12. drugstore 
13. popcorn 
14. sidewalk 
15. Thanksgiving 
16. bedroom 
17. baseball 
18. whenever 
19. breakfast 
20. cowboy 
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List 5 

1. Sunday 
Monday 
. Tuesday 
. Wednesday 
Thursday 
Friday 

. Saturday 
. weekday 
. holiday 

. yesterday 


0MANATHR WN 
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. rays 


_ 
NO 


. lays 


—_ 
Ww 


. Ways 
. Pays 
. plays 
. days 


a 
NA op 


stays 


—_ 
ee) 


. trays 


—_ 
\O 


. strays 


No 
© 


. delays 


List 5 

1. pancake 
paintbrush 
onto 
onlooker 

. offshore 
oatmeal 
newborn 

. network 
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. needful 


—_ 
© 


. nearby 


—_ 
ry 


. scrapbook 


— 
NO 


. schoolteacher 


= 
(Se) 


+ ScCaLeCrow 


—_ 
= 


. sandbox 

15. shellfish 

. roadblock 
riptide 
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. fineside 


— 
s© 


parkway 
20. paperback 
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Level 5 


List 1 
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. inlet 
. inland 
. Ingrown 


infield 
indoor 
indent 
indeed 


. income 
. inboard 
. Inward 
. incline 

. incorrect 
. incur 

. index 

. Increase 
. insight 


inside 


. instep 


input 
inmate 


Level 6 


List 1 


A 
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NO Oe el ee 
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photograph 
monograph 
autograph 


phonograph 


biography 


. geography 
. telegraph 
. paragraph 


graphic 
graph 
phonetic 
microphone 


. typhoon 
. physician 
. physical 
. photo 


symphony 
phony 


. phonics 
. telephone 


List 2 


ste 
. willow 
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arrow 


. minnow 


hollow 
follow 
pillow 
yellow 
fellow 


. swallow 
. Shallow 
. elbow 

. window 
. shadow 
. below 

. meadow 
. bellow 


borrow 
sparrow 
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List 2 


cm 
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permitted 
regretted 
forgotten 
conferred 
preferred 
referred 
deferred 
occurred 
controlled 
equipped 
dispelled 


. compelled 
. impelled 
. metallic 

. beginning 
. submitted 


committed 


. handicapped 
. forbidden 
. inferred 


List 3 


ie 
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forbidden 
. mistaken 
. driven 


woven 
spoken 
beaten 

shaken 


. awaken 
. swollen 
. eaten 

. frozen 
. taken 

. fallen 

. given 

. chosen 
. written 


hidden 
bitten 


. broken 
. gotten 


List3 


i 


18. 


eae ee 


oriole 
orchid 
orchard 
former 
orator 
normal 
formal 
forward 
storage 
chorus 
fortress 
original 


. mortal 
. organize 


torture 


. portion 


morale 
moral 

horror 
orange 


List 4 


iv 
. rewrite 
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COMANAUPRWNFH OO 
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restock 


. relive 
. reread 


replace 
recharge 
resale 
reform 
recover 
react 


. review 
. repaint 
. relearn 
. refold 

. redo 

. recopy 
. recite 

. reclaim 
. retie 

. recheck 


List 4 


1s 
. signify 
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sign 


. signalman 
. undersign 


signal 
signing 


. signpost 

. signer 

. signboard 
. signature 

. redesign 

. reassign 

. assignment 
. cosigner 

. cosign 

. resign 

. ensign 

. countersign 
. design 

. assign 


List 5 


iE 
. riddle 
. paddle 
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saddle 


middle 
huddle 
wobble 


. nibble 


gobble 
pebble 
bubble 
puzzle 


. cattle 
. little 
. settle 
. battle 
. rattle 


apple 


. giggle 
. hobble 
. wiggle 


List 5 
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NO ne oe 
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. strawberry 

. grandparents 
. classmate 

. background 


lonesome 


. earthquake 
. blacksmith 
. eyebrow 

. widespread 
. landscape 
. broadcast 
. horseshoe 
. seashore 

. handsome 
. backwards 
. typewriter 
. homeland 
. courtyard 
. doughnuts 
. limestone 


Special Level 


List 1 


L 
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o 
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the 
you 
are 
have 
for 
they 
from 


. friend 


two 
one 


List 2 


im 


— 
o 
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said 
what 


. children 


does 
were 
down 
here 
there 
would 
could 


List 3 

1. allright 
2. alot 

3. breath 
4. choose 
5. device 
6. grammar 
7. height 
8. misspell 
9. neighbor 
10... quite 

11. quit 

12. succeed 
13. college 
14. whose 
15. computer 


List 4 

1. already 

2. balance 

3. believe 

4. Cemetery 
5. committed 
6. definite 

7. dependent 
8. effect 

9. embarrass 
10. governor 
11. judgment 
12. necessary 
13. offense 
14. omitted 
15. reference 


List 5 
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absence 


2. argument 

3. benefited 

4. changeable 
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6 
7 
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4 


correspond 


. desirable 

. development 
. disastrous 

. disappear 
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12, 
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14. 
1D 
16. 
Wg 
18. 
19: 
pais 


exaggerate 
existence 
grievous 
guarantee 
independent 
loneliness 
maintenance 
miscellaneous 
mischievous 
ninety 
occasionally 
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Keeping Current 


The following publications and organizations are intended to provide 
additional information to educators who want to learn more about 
computers and their use as an educational tool. Each book, magazine 
and national organization is recommended by several educators and 
specialists in computer instruction. And, each resource is available 
nationally. Subjects included range in content from technical issues 
addressed in the industry to applications of the computer in the 
classroom and to prominent organizations that will further stimulate 
and inform computer users. We hope that Keeping Current will help 
keep you up to date. 


Books 

Coburn, et al. Practical Guide to Computers in Education. Massachusetts: 
Addison-Wesley, 1982. 

Goodson, Bobby, and Ann Lathrop. Courseware in the Classroom. Massachusetts: 
Addison-Wesley, 1983. 

Hunter, Beverly. My Students Use Computers: Computer Literacy in K-8 Curriculum. 
Virginia: Reston, 1983. 

Kleiman, Glenn. Brave New Schools: How Computers Can Change Education. 
Virginia: Reston/Prentice Hall, 1984. 

Papert, Seymour. Mindstorms. New York: Basic Books, 1980. 


Peterson, Dale, ed. Intelligent Schoolhouse: Readings on Computers in Learning. 
Virginia: Reston/Prentice Hall, 1983. 


Magazines 

Classroom Computer Learning. Peter Li, Inc., 2451 East River Road, 
Dayton, Ohio 45439 

Compute! Box 10955, Des Moines, Iowa 50950 

Digest of Software Reviews. Educational Computing Magazine, 

301 W. Mesa, Fresno, California 93704 

Electronic Learning Magazine. Scholastic Inc., P.O. Box 644, Lyndhurst, 
New Jersey 07071-9985 

Teaching and Computers. Electronic Learning, 902 Sylvan Avenue, Englewood 
Cliffs, New Jersey 07632 

The Computing Teacher. University of Oregon, 1787 Agate Street, Eugene, 
Oregon 97403-1923 


Organizations 


International Council for Computers in Education (ICCE). Department of 
Computer and Information Science, University of Oregon, Eugene, Oregon 97403 


Computer-Using Educators (CUE). P.O. Box 18547, San Jose, California 95158 
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